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GAME RESET 


in progress, press the START button to p; 
Exit Game. 

SOFT RESET 

the X-Men; Mutant Academy Main meni 
gameplay by pressing and holding the Sj 











called the X-Men. ' " ^ ^ ^ ^ ^ 

professor Charles Xavier has made it his life's work to train the X- 
Meo to use their powers for good. But still, some of those born 
with an ordinary genome hate and fear the X-Men. These unusual 


mt must prove 
ist learn to 



Choose from the following options 
to begin playing X-Men: Mutant 
Academy. Using up/down on the direc¬ 
tional buttons, choose the type of 
game you want to play. Press the X 
button to start that game. Two 
Controllers must be plugged into the 
PlayStation before you can select a 
two-player game. 

ARCADE MOD 

Select Arcade mode to play a one-playe 
game. First you will select the character 
you want to play as by pressing the X 
button, or the ■ button to select that 
character's alternate costume. Arcade 
mode will then bring you to a series of 
matches with all the characters in the 
game. Advance through Arcade mode 
by winning all of your matches. As you 
emerge victorious over other characters 
in the game, you will unlock secrets. Chec 
mode for a complete list ofjgSerets and in 
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. You can play quick one-on-one match 
each player must select a character to 
tops and the X or ■ button to select. 
;us mode match. 

5et, Stage, Roundtime, and Rounds, 
the player who selects their character 


sSgpsiUr Health at 150% if you're new to fighting games. Set it to 50% 
if you're an expert. Choose the Stage you want to play on from the 
^^ilabl^^nme.levels. Select the Roundtime; the default is 90 seconds. 
Then choose how many routes you want to fight in each match. 

Both players must accept their selections by pressing the X button to 
^j ain -the^iatch. Tf s ! fjg 4 m 

ACADEMY MODE 

Academy Mode is designed to teach yoii-how to best use each charac¬ 
ter's moves and abilities. Select the character you want to train as using 
the directional buttons then pressing the X or ■ button to accept. 

Once you have chosen your character, you may select either Academy 
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lessons. After 



ith. Make, you 
Academy training. If you 
you will be rewarded. You|pay i 
review or to improve your grai$jfj 

In Independent Study, you may pr; 
nent without fear of reprisal. Press 
Practice Settings menu. 
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Full Supers: When ON, gives you max 
times. 

Action: Sets your opponents action to eifher STAND, CROUCH, or 

jump. ' Hh| 

Block: Turns opponent blocking ON (always blocking), OFF (never 
blocking), or AUTO (tries to block when attacked to avoid combos). 

All Academy Mode instructions refer to the default controller coifjc 
ration (preset 1). It is highly recommended that you set your contro 
configuration to preset 1 before initiating an Academy Mode train 


SURVIlfAi#MnnF 

A true test of nerves and fightin 
er game where you can test your 
ending series of enemies, 
you to achieve as many wii 
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of the secrets you have unlocked 
; ng various goals in the game, 
a list of unlocked game items, 

I by categories which you switch 
ig the left or right directional but- 


Choose MEMOI 
MEMORY CARD, 
personal setup pt 
powering off or i 
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to perform the same transfei 
X-Treme meters, player 2 mu 
while still holding or ■> + 


ether gr not an X-Treme action can 
nust be fully charged to do an X-Treme 
r X-Treme meter to fullpower, quickly 
rrows until they become an "X." 
have a short period of time in which 


Move counters are a way to thwart an opponent's attack and 
turn the tables. Move Counters are triggered by pressing the LI 
button or the A + O buttons as an opponent launches an attack.' 
Remaining Move Counters are indicated by the three yellow slqt| 
just below the health meters. You start each match with three anw : 
must use them strategically throughout the rounds, since they will 
not be replenished until the end of the match. 

Ik ROUND TIMER Ml 

The Round Timer shows the remaining time in a match. If the 
timer runs out, victory is given to the character with the most 
remaining health. In the case that both players have the same 
amount of health at the end of the round, a “Draw" is called. 


ADUANCED TECHNIQUE: MANAGING YOUR SUPER METERS 

It is possible to transfer power from one Super Meter to another. 

This is useful for quickly activating one of your Supers if no meter is full, 
have enough combined power in your meters. Transferring power 
between meters is achieved by pressing left or right and the buttons that 
corresponds to their specific meters. 


down 


The Win Counter indicates the 
has won. The number of Win Cpi 
ber of rounds won needed to wi 


Player 2 


Super meter 
ie ▲ button. 
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computer- 


d opponents and to switch demo play on or off. 


hen you choose | 
re type highlighted. I 
activate ]Lhis move I 

musf^sign a key 
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own custom coi 


DUALSHOCK 
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lique that would 
:ement adamantiumwi 
an's skeleton was 
im, and he was 
:apon X assassinfSrograi 


to human bone cells, 
bonded to the adami 
indoctrinated into th 
Height 5'3 

Weight (without adamantium skeleton) 200 lbs., 

(with adamantium skeleton) 300 lbs. 

Range Heal 

High Very High Very Low Very High 

^powri Superhuman Powers: Wolverine possesses retractable bone 
claws that are housed in his forearms. At will, Wolverine can 
release these claws through his skin between the knuckles on each 
hand. The skin between the knuckles tears and bleeds, but bleed¬ 
ing is quickly halted by his healing factor. The claws are naturally 



Weight 175 lbs. 

Speed Strength Range j 

Very High Low High 

Known Superhuman Powers: Gambit has the mi 
into the potential energy contained within an ol 
into kinetic energy. When thrown at a target, th 
energy explosively on impact. JS 

Special Skills and Abilities: Bilingual in English a 
throw small objects, including knivesj'throwing * 
cards with extraordinary accuracy. 

Fighting Skills: Excellent hand-to-hand combatai 
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Real Name: Henry P. "Hank" McCoy 
Place of Birth: Dunfee, Illinois 

First Appearance: X-MEN (first series) #1, A 
(in furry form) AMAZING ADVENTURES #11 1 

■ { : J$ 

History: Henry McCoy’s father, Norton, f j 

worked at a nuclear power plant where he ' 
was exposed to massive amounts of 
radiation during an accident. Norton was 
unharmed, but the radiation affected his gent 
and as a result his son Henry was born a mute 
Height 5'ir 

Weight 355 lbs. Sfci-.ISffiUff ig B 

Speed Strength Range 

High Very High High 

Known Superhuman Powers: Superhuman ag 
speed, and strength. 

Special Skills and Abilities: High expertise in c 
istry; extensive knowledge in a variety of othc 

Fighting Skills: Excellent hand-to-hand comba 

unique style of acrobatic combat. 

. 

Other Distinguishing Features: Covered with 1 
hands and feet, pointed ears, fang-like teeth. 


sses, all of whom have 
and the potential to wield 
es Xavier recruited her into 
en he was assembling, 
le-name "Storm'' after her 


white hair, blue 
magic. Professor 
the new team o 
She was given tl 
power to affect 


Height 

Weight 


Range 
Very High 
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Grey. : ^ this younger daughter of John Grey, a history 
professor at Bard College in New York State, and his wife Elaine. 
When Jean was ten years old an automobile killed her best friend, 
lead's bbtpouring of emotion as she held her dying friend activat¬ 
ed her latent telepathic powers. Jf 
Height 5'6" || 

Weight 110 lbs. 

^H Strength flr‘. Range Heal 

Low Very Low Very High £ - s 

Known Superhuman Powers: Telepathy 
(enabling her to stun tire minds of others ~ 
with "mental bolts"), telekinesis (enablit^ W 

her to levitate other living beings and objects). ysw 
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Real name: Mortimer Toynbee 
Place of Birth: York, England ' 

First Appearance: X-MEN (first series) #4 

History: Mortimer Toynbee was dis- J 
covered by Magneto and recruited A 
for his Brotherhood of Evil : ^ 

Mutants. Magneto gave Toynbee /. 
the alias of the Toad because of 
Toynbee’s powers, appearance, and j \T 
persgfiiality. V/ . . 

Height 5’8" 

Weight 260 lbs. 

Speed Strength Rangi 

Medium High High 

Known Superhuman Powers: The Toad i 
man leaping ability. He has been obs^rv' 
twenty-four feet and covering a distanci 
six feet in a single leap. Although the Tc 
crouching position, he can stand erect if 
no knowledge of hand-to-hand combat, 
enable him to execute a leapipjr kick of 
opponent. The Toad may also choose to 
inhumanly-long tongue ajlpew burninc 
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manly powerful mutant, 
he ultimate warrior and 
has been driven by 
f ight, and kill other 



Real name: Raven Darkholme 

Place of Birth: Unknown 

First Appearance: (as Raven Darkholme) M 
(as Mystique) MS. MARVEL #18 

History: Mystique has concealed her superl 
intentions so well over the years that she v 
through the US Civil Service to the trusted 
of the Defense Advanced Research Plannir 
United States Department of Defense. 
Height 5'10" 

Weight 120 lbs. §| ■•.-.sCrf'aB 

Speed Strength Range 

Medium Low . HJgW 

Special Skills and Abilities: An expert assas 
she wields high tech weaponry, such as he 
plasma rifle, with deadly accuracy. She has 
ability to shape-shift into the form of any 
organic being she touches, but cannot tak 
any of their abilities. It is for this reason sh 
generally does not metamorph y#fen eng; 

















Erik Magnus Lehnsherr ''Wn 

Wlm&k Birth: Unrevealed • -■ 

p|!t Appearance: X-MEN (first series) #1 

History: The man now known as Magneto spent \\ 
his early teens imprisoned with his family at the ;f f? 
Nazi death camp in Auschwitz, Poland. The only ?J| 
member of his family to survive the camp, -i. 

Magnus here learned how brutally human < ( ML 

beings could treat minorities whom they consid- . W* 
erepf different. ;3c ■ ’ 

Years later Magnus reemerged as Magneto, ff 

who was determined to conquer the hyman 
race to prevent their oppression of mutants. 

Height 6‘2" 

Weight 190 lbs. Ik 

Speed Strength Range H 

Very Low Very High High '' b 

Known Superhuman Powers: Magneto has the mutant 
control magnetism and other related electromagnetic f 
ing him to levitate or manipulate any object containing 





